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1 Ehsing System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

. L

5 Flpublic class Lanchbox : MonoBehaviour

6 {

7 public float timeBetweenPitches;

8 public GameObject ball;

9 public float launchAngle:

10

11 = void Start()

12 {

3 StartCoroutine(Pitch());

14 }

15 I

16 = private I[Enumerator Pitch()

17 {

18 = while (true)

19 {
20 yield return new WaitForSeconds(timeBetweenPitches);
21 Vector3 launchDirection = GetLaunchDirection();
22 Quaternion g = Quaternion.Euler(launchDirection);
23
24 Instantiate(ball, transform.position, q);
25 }
26 }
27 I
28 = private Vector3 GetLaunchDirection()
29 {
30 return new Vector3(
31 launchAngle, 0, Random.Range(0f, 180f));
32 }
33 B
34
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Hpablic class TE0Comnect donf

Fusing UnityEsgine;

using System_Collections;

Tayrock. Teon Comvession;
using System. Met.Sockets;
using Iystem Text:

| using System I0;

1 R

atraller : HonoBehs
private TepClient client;

private 3tresm stresm;

orivate byte[] baffer;

miblic dzlegate void UpdatelntVeloeDelegated int value);
sublic dalegate void Und Delezatedfloat valoe):

miblic event
mublic event
miblic event
mblic event
miblic event

te UpdatePoorSipnelBvent;
1e UpdeteattentionEvent;
te UpdateMeditationEvent;
pate UpdateRawdataBvent:

te UpdateR] inkEvent ;

mublic event
mublic event
mblic event
miblic event
miblic event
mublic event
miblic event
mblic event

aelelegate UpdateDeltaEvent;
aelelegate UpdateThetaEvent;
aelelepate UpdatelowAlphaBvent:
aelelegate UpdateHighalphaEvent :
aelelegate Updatel osBeteEvent
aelelegate UpdateHighBetabvent;
aelelegate Updatel oalammabvent ;
aelelepate UpdateHighGammeEvent:

Start (3 €
/Commect(};

1 @8

= ;".Ib]‘_l:- void Discomnect(}{
B ifi

avokingi "Perselata”) )
CencelInvake( "ParseData™):
strean.Close();

B gublic void Cosmect{}{

bytel] muWriteBufier = Enceding ASCIT GetBytes{E"{ "enableRe=lutput
streen. Write(mWriteBuffer, 0, my¥riteBnffer Length):

InvokeRepeating("Parselata” 0. 18,0, 121);

= IEnmmerator ghol)

[

=] if ("IsInvoking( " ParseData™})

{

clisnt = new Topllient("127.0.0.17, 13854);
siregm = client Getliresni);

hoffer = new e[1024]
bytel] mo¥riteSufi
strepn. Write(mWritely

Encoding. ASCIT.GetBytes{@"{ "enableRamlutput
ffer, 0, myWriteBuffer. Length);

InvokeRepeating("Parselata”, 0.1f. 0.02):

Bl 37 "ok & il
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Dt

format™":

format™":

L H

Tsea™ "1}



[i vield return new

Parselatal M
(stream. Carfezd )i

4 ary primary = (IDig

UpdateMeditationEven

Coatains("eegh

=== R=1=]

T S
i

0

UpdateThetaEventifla

& i

| - .t:da[ eRamdztaventy

tfint.Pa

T T

econds (0. 55):

int brtesReed = streem Read(buffer, 0, buffer Length);

8 string[] packeis = Encodimp ASCII GetStrimp{buffer, 0, byiesBead).3plit{ ir');

anConvert. Import( typeofi 1D

{"poosSipnallevel ™ }){

on”]. Toktring(32}:

elense["peditation”]. ToString()}):

yprimary[ " eegPfomer”];

rsafcepPowers["dalea”]. ToString(1));

at.Par

se{eepPowers["theta™] ToString{13);

mary Comtains{"ravfez”) & UndateRemdataEvent = mall}

Parce{primary[ “rasEep™] ToStrimg{}2);

= elze ifiprimary Contains("blinkStrength”) &K UpdateElinkEvent != aull}g
t . Parse(primary[ "bli

Srrenpth”] ToSteing()1):

on e} Debug.Log{"I0Exceptior ™ + &); )
ion el Debug Log("Exceptiom ™ + 8): ]-|
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[1]= %% % -VR-AR-SR- MR
https://benevo.pixnet.net/blog/post/63012046-%E5%9B%IBYE7%A8%AEYNES%AFY%AEY%
E5%A2%83---vr%E3%80%81ar%E3%80%81sr%E3%80%81mr

[2] 57 8 %X HTC VIVE H 4 4 &
https://forum.gamer.com.tw/C.php?bsn=60599&snA=8760

[BJUNITY Scripting API
https://docs.unity3d.com/ScriptReference/Accessibility.VisionUtility.html

[4]Unity3D Virtual Reality Physics — Baseball # 5 # %

https://www.youtube.com/watch?v=j190DO0On2cCc
[5]Unity3D Virtual Reality Physics — Baseball %5 # %

https://www.youtube.com/watch?v=FNi-UylJV4A&t=330s
[6]4¢ % =& & 4=+#13% # : BrainLink Lite® 4 # # ¥

https://kknews.cc/tech/rz9r94x.html
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https://forum.gamer.com.tw/C.php?bsn=60599&snA=8760
https://docs.unity3d.com/ScriptReference/Accessibility.VisionUtility.html
https://www.youtube.com/watch?v=j19QDOn2cCc
https://www.youtube.com/watch?v=FNi-UyIJV4A&t=330s
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